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FIRST THINGS FIRST 


System Requirements 


windows@ users: 
Operating Svstem: 
Processor: 
Memory: - 
Hard Disk Space: 


CD-ROM DTiVE: 
video: 


sound card: 


Directx': 


Macintosh@ users: 
Operating System 
Processor: 
Memory: 
Hard Disk Space: 


CD-ROM Drive 


Wi ndows@ 95 /98 / Me /2OOO /XP 
Pentium'166 MHz or higher 
16 MB RAM 
None required (game plays directly from 
game disc) 
4X Speed or faster 
2 MB Windows' 95/98/Me/2000/XP-compatible, 
640 x 480, 16-bit color video card- 
Windows@ 95/98/M1/2000,/XP-compatible 
sound card* 
Directx@ version 5.0 or higher to view derios of 
other products (Directx' 8.0 included) 


System 7.5,5 or higher 
132 MHz PowerPC" or higher 
32 MB RAM 
None required (game plays directly from 
game disc) 
4x Speed or faster 


- lndicates device should be compatible with Direcile version 5.0 or higher. 
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SETUP AND INSTALLATION 
Vou must have the Pajama Sam@ Cames to Plav on AnV Day game disc in 
the CD-ROM drive to play. For both Wlndows@ and Macintosh@ users, no 
installation of the software is necessary. The game will run direcuy from 
the disc in CD-ROM drive. You may bypass the introductory sequence at 
any time by pressing the ESC key. 


WINDOWS@ USERS: 
lf Autoplay is not enabled, double-click on the "My Computer" icon on 
your Win95,/98/Me/2OOO/XP deslcop. Next, double-click on your CD-ROM 
icon and then double-click on the Autorun.exe file. 


A Help File, which includes information in thls manual, can also be 
accessed from the game disc by double-clicking on the Autorun.exe file. 


lnstallation of Directx@ 
Although Pajama Sam, Aames to PlaV an AnV DaV does not require 
Directx@ to run, you will need Directx@ 5.0 or higher installed to view 
demos of other products. lf you do not have Directx@ 5.0 or higher 
installed on your computer, and you would like to view demos of other 
products, click "Yes" when asked if you would like to install it. tf you do 
so, Directx@ 8.0 will be automatically installed. 


MACINTOSH@ I.JSERS: 
lf Autoplay is not enabled, double-click on the pajama Sam@ Games to plav 
on AnV DaV game CD icon on your desktop and then double-click on the 
Autoplay application. 


A Help File, which includes information in this manual, can also be 
accessed from the game disc by double-clicking on the Autoplay 
application and then on the HELP F|LE button. 


HOURS OF FUN AND GAMES WITH A SUPERHERO TWIST! 
Pajama Sam', star of award-winning adventure games, continues to 
challenge and inspire kids. Now your child can play all day, the superhero 
way, with a collection of 10 unique play experiences based on classic 
games and puzzles. 


GETTING STARTED 
. CHOOSE YOUR OAME 
From the Main Menu, choose to play any one of 
ten different games and puzzles. Simply click 
on the activity's matching game icon to get 
started. Note: lf Vou click on the Puzzle cames 
icon, you'll be given a choice of two fun puz- 
zles. Simply click on the one you want to play. 
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OAME OPTIONS 
After you've chosen the game or puzzle 
you want to play, select a difficulty level 
(Easy, Medium, or Hard) and a player mode 
(single Player, TWo Player, or Demo oame) by 
clicking on the appropriate boxes. Note: lf 
you select Demo came, vou will see a 
demonstration of how to play right before 
your eyes! when you're done selecting your 
game options, click on the 0o! button to 
begin playing. 


Roll credits! 
To view the names of all the fun people who helped to make tne Pajama 


'am@ 
Aames to Play on Any Day cD-RoM game, please click on the credits 
button in the corner of your screen. 


THE DIFFERENT GAMES AND PUZZLES 


Each of the games and puzzles included on the Pajama ,am' Games to 
PlaV on Any Day CD-ROM is described on following pages. 


GOODY COODY GUMDROPS 
TWo or three of your gumdrops and two or 
three of your opponent's gumdrops start in 
the middle of the board. Each player's gum- 
drops are a different color. The object of the 
game is to trap your opponent's gumdrops 
between two of your own, therebv changing 
your opponent's gumdrops over to your color. 


lf you are playing a 1-player game, or if you are the first player in a 
2-player game, you are the green gumdrops. You and your opponent take 
turns placing gumdrops on the board. You can trap gumdrops vertically, 
diagonally or horizontally. once you have trapped your opponent's 
gumdrop, it changes to your color. lf your opponenttraps Vour 
gumdrop, it changes to his/her color. 


To place a gumdrop, click on an empty square that is next to one of your 
opponent's gumdrops. lf you trap one or more of your opponent's gum- 
drops, your color gumdrop will appear and cause all of your opponent's 
affected gumdrops to spin to your color. The game is over when all of the 
gumdrops on the board are the same color, or the board is covered with 
gumdrops. 


Difficulty Levels 
Easy - The grid has 36 squares. 
Medium - The grid has 49 squares. 
Hard - The grid has 64 squares. 


JUMPING BEANS 
Each player is given 12black or red beans. 
The object is to capture, or block, all 12 of 
Vour opponent's beans. You and Vour oppo- 
nent alternate turns moving one of your 
color beans forward and diagonally, one 
square at a time. An opponent's bean is 
captured hy diagonally jumping over it to 
an empty square on the other side. once 
you have reached the opposite end of the 
board, your bean is automatically "crowned" 
so that it can move backward or forward 
diagonally on the board. 
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Click on which one of your beans you want to move (if you are playing a 
1-player game, or if you are the first player in a z-player game, Vou are 
the black beans). Click on one of the highlighted squares to move your 
bean to that position on the board. lf you capture or block all of your 
opponent's beans, you win! 


Difficulty Levels 
Easy - Potential moves are highlighted. You are not required to jump. 
Medium - Potential moves are highlighted. You are required to jump if 
an opportunity to do so is available. 
Hard - Potential moves are not highlighted. You are required to jump if 
an opportunity to do so is available. 


FANS & TELEPORTERS 
Each player begins the game with three 
playing pieces. There is a spinner with the 
numbers 1 through 4 on it. The number the 
spinner lands on is the amount of spaces 
you must move. lf you land on a space with 
a teleporter, your piece will automatically be 
sent back to the start of the game. lf you 
land on a fan, your piece will be blown 
upward to the space above. lf you land on a 
tube, your piece will slide down to the space below. 


On your turn, click on the spinner to spin the arrow. Move your playing 
piece the number of spaces that appears on the spinner. To move your 
playing piece, first click on your piece and then click on the space to 
which you want to move. Note: 'nvo pieces cannot share the same space. 


lf one of your playing pieces is already on the space to which you want to 
move, the existing piece will automatically advance one space. Click on 
which of your playing pieces you want to move. The space to which it can 
move will highlight. Click on the highlighted space to move your playing 
piece to that location. 


The first player to get all of his/her playing pieces to the finish is the 
winner! 


Difficulty Levels 
Easy - The fans are activated. 
Medium - The fans and tubes are activated. 
Hard - The fans, tubes and teleporters all are activated. 


ROCKPILE 
Each player has six small "bowls" and one 
big bowl. Players take turns moving their 
rocks around the game board. The player to 
go first drops one rock into the next bowl 
on the right, one rock into the second bowl 
on the right and so on, continuing around 
the board counterclockwise until that play- 
er holds no more rocks. lf the player whose 
turn it is reaches his/her own big bowl 
along the way, he/she can drop a rocl( into it. However, don't drop rocks 
into your opponent's big bowl; simply skip it and move on. 


click on one of your small bowls to move all of the rocks in that bowl 
ahead toward your big bowl. Each rock will be placed in the next small 
bowl, one rock per bowl. 
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lf you get the last rock of a turn into your big bowl, you get to go again 


lf you drop the last rock of a turn into one of the empty bowls on your 
side, Vou take that rock, plus all of the rocks in your opponent's howl 
directly across from it, and place them in your big bowl. 


lf all of your small bowls are empty, any rocks left in your opponent's 
small bowls automatically get put into his./her big bowl, and the game 
ends. 


At the end of the game, the player with the most rocks in his,/her hig 
bowl wins. 


Difficulty Levels 
Easy - Came starts with 2 rocks in each bowl. 
Medium - Game starts with 3 rocks in each bowl 
Hard - Came starts with 4 rocks in each bowl. 


HAPPY FUN SOUARES 
The game begins with a bunch of "dots" on 
a board, evenly spaced apart. On your turn, 
place a line anywhere on the board. Once 
you complete a box, by adding the fourth 
line to make a square, you go again - until 
you can't fill any more boxes. 


Place the cursor hetween two dots, and 
click to add a line. The game ends when the 
entire board is filled, and the player with the most boxes wins! 


Difficulty Levels 
Easy - Came starts with 57 dots. 
Medium - oame starts with 93 dots 
Hard - Game starts with 200 dots. 


PUZZLE GAMES 
Click on the Puzzle cames icon and then select which of the two Puzzle 
games you would like to play, along with the puzzle's difficulty level. The 
different puzzles are described below. 


SAM'S JIOSAW JUMBLE 
Use your mouse to select puzzle pieces and 
add them to the puzzle picture. Simply click 
on a piece to select it, and then move it to 
its position in the puzzle picture and click to 
place it into position. 


When you're finished, you'll be able to view 
a picture from sam's world. 


Difficulty Levels 
Easy - The puzzle has 9 pieces. 
Medium - The puzzle has 16 pieces. 
Hard - The puzzle has 36 pieces. 


SAM'S SUPER SLIDER 
click on tne shuffle button to mix up the 
puzzle pieces within the puzzle frame. Note: 
one space will be left blank. Now slide the 
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puzzle pieces around on the board, one at a time, by clicking on any 
piece that is adjacent to the blank space. lf you slide all of the pieces into 
their correct positions (to match the picture below), you win! 


Difficulty Levels 
Easy - The picture is divided into 9 squares. 
Medium - The picture is divided into 16 squares. 
Hard - The picture is divided into 25 squares. 


CONCENTRATE! 
Each player takes a turn flipping two tiles 
over to try and find ones that match. lf the 
tiles don't match, they are turned over 
again. lf you find two tiles that do match, 
that pair will stay turned up and you get 
another turn. When the board is empty, the 
player with the most matches wins! 


click on the tile you want to make it flip 
over. 


Difficulty Levels 
Easy - Came starts with 16 tiles. 
Medium - Came starts with 36 tiles. 
Hard - Game starts with 56 tiles. 


CHEESE & CRACKERS 
one player is a piece of cheese and the 
other player a cracl(er. The first player to get 
three or more of his/her food items in a 
row (horizontally, vertically or diagonally) 
wins the game. 


click on the spot where you want to place 
your piece of cheese or your cracker. 


Difficulty Levels 
Easy - The picture is divided into 9 squares. You must get 3 in a row to 
win. 
Medium - The picture is divided into 25 squares. You must get at least 4 in 
a row to win. 
Hard - The picture is divided into 49 squares. You must get at least 5 in a 
row to win. 


4 CHEESE PIZZA 
You and your opponent begin in the center 
of the board, The object of the game is to 
collect all four colors of cheese. Spin the 
spinner to see which color space you can 
move to. The cheese meter will keep track 
of which cheese colors you have, and which 
ones you need, watch out! A mouse can 
come out and grab one of your cheese 
pieces, or you can be sent back to the cen- 
ter of the board. The first one to reach the 
center with all four colors of cheese wins the game! 
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Click on the spinnerto spin it. Click on any of the highlighted spaces, 
which will match the color to which the spinner is pointing. you get a 
piece of cheese when you land on a game space that is a piece of cheese 


lf the spinner lands on apizza, you return to the center. tf the spinner 
lands on a mouse, you lose a piece of your cheese. 


Difficulty Levels 
Easy - No mice or pizza on the spinner. you do not have to return to the 
center of the board - to win, just collect all 4 colors of cheese. 
Medium - 1 mouse and I pizza on the spinner. 
Harcl - 2 mice and 2 pizzas on the spinner. 


QUIT 
Select this icon to exit the Pajama Sam@ Games to plav on AnV DaV game 
disc altogether ancl return to your desktop. 


EXITINO A CAME OR PUZZLE 
To exit a game or puzzle at any time during play, click on the arrow but- 
ton in the corner of the screen. This will take you back to the Main Menu 
where you can select another fun activity to play, 
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INFOGRAMES WEB SITES 
lnfogrames has exciting, full and active web sites dedicated to ensure you 
get the most out of your new games. You can visit us at: 
http://www. us.infogra mes.com 
Kids, check with your parent or guardian before visiting any web site. 
Visit and you will discover that lnfogrames web sites contain such things as: 
. Technical Support 
. lnterviews 
. Demos 
. Community 
. Competitions 
. And much more 
n Hints and Tips 
We are constantly updating our web sites so stop by and visit us frequenfly. 
With events and new additions planned, you won't want to miss out! 


TECHNICAL SUPPORT (U.S. & CANAdA) 
Help via the lnternet 
Up-to-the-minute technical information about Humongous 
Entertainment products is generally available 24 hours a day,7 days a 
week via the lnternet at: 
http i/ / w w w -i na - s u p po rt.com 
Through this site you'll have access to our FAO (Frequenfly Asked 
Questions) documents, our FTP (File Transfer Protocol) area where you 
can download patches if needed, our Hints,/Cheat Codes if they're avail- 
ahle, and an E-Mail area where you can get help and ask questions if you 
do not find your answers within the FAo. 


Help via Telephone,/Fax or Mail in the united states & canada 
For phone assistance, call Humongous Entertainment Tech Support at 
@25) 951-7108. Our lnteractive Voice Response and Faxback system is 
generally available 24/7, providing automated support and allowing FAe 
documents to be faxed to you immediatelv. 
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Creat News! We've improved our Automated Systems so that you can get 
product-specific Troubleshooting help more quickly. AII you need to do is 
enter the product's Part # when prompted to do so. This will take you 
directly to all of our known issues and solutions for this tifle. The prod- 
uct's Paft # is located in several places (on the CD label, package and/or 
plastic disc case) and is identified by a number such as 04-12545. When 
prompted by the Automated System, enter the laSt five digits ot your 
product's Part #. (For example, Part # 04-12345 would require that you 
enter the "12345" portion of the number for that product.) 
Live support is available Monday through Friday, 8:00 AM until 6:00 pM 
(Pacific Time). Note: We may be closed on major holidays. 
Before making your call, we ask that you be at your computer, have the 
following information available, and be ready to take notes: 


1. Computer Type (PC or MAC) 
2. System Make and Model 
3. Processor Type 
4. Operating System, including version number if possible (such as 
Windows@ 95, Windows' Me, Macintosh. OS 7.5.3 or 9.1, etc.) 
5. RAM (Memory) 
6. Any screen or error messages you've encountered (and where) 
You may also fax in your Technical Support questions or problems to: 
(425) 806-0480, or write to the address below. 
Product Return Procedures in the united states & canada 
In the event our technicians at 425-951-7108 determine that you need to 
forward materials directly to us, please include a brief letter explaining 
what is enclosed and why- Make sure you include the Return Merchandise 
Authorization Number (RMA#) supplied to you by the technician, and your 
telephone number in case we need to call you. Any materials not contain- 
ing this RMA# will be returned to you unprocessed. Send your materials to 
the following address: Humongous Entertainment, Attn: TS/CS Dept., 13110 
NE 177th Place, Suite # 810'1, Box 180, Woodinville, WA, 98072-9965, IRMA #1. 
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NOTICE 
Humongous Entertainment, a division of lnfogrames, lnc., reserves the 
rlght to make improvements in the product described in this manual at 
any time and without notice. This manual and the software described in 
this manual are copyrighted. Copies of pages from the Handbook may be 
reproduced by the buyer of this product for the buyer's personal use, or 
for use in the buyer's classroom, but not for commercial resale. No part 
of the described software may be copied, reproduced, translated, rented 
or reduced to any electronic medium or machine-readable form without 
the prior written consent of Humongous Entertainment. 


Limited Warranty 
Humongous Entertainment warrants to the original purchaser of this 
computer software product, for a period of ninety (90) days from the 
date of original purchase, that under normal use, the media and user 
documentation are free from defects in materials and workmanship. 


Warranty Claims 
lf you wish to make a warranty claim, please call @2il 951-7108 for assis- 
tance from our Technical Support/Customer Service Department within 
90 days of purchase. ln the event our technicians determine you need to 
forward materials to us, please include the game CD-ROM, Proof of 
Purchase from the product box, your dated sales receipt (with tifle or 
SKU clearly legible), your name, return address, daytime phone number 
and a statement of the defect. Make sure you include the Return 
Merchandise Authorization Number (RMA) supplied to you by the techni- 
cian. Any materials not containing this RMA number will be returned to 
you unprocessed. Your mail should be sent to the following address: 
Humongous Entertainment, Attn: Ts/cs, 13110 NE 177th place, suite 8101, 
Box 180, Woodinville, WA 98072-9965, RMA#_. lf our technicians 
determine that the product is defective within ninety (90) days of original 
purchase (unless otherwise provided hV applicable law), Humongous _.*. 
{;t7\ 
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Entertainment will replace the item free of charge, to the original pur- 
chaser, if the item is accompanied by the original dated receipt and Proof 
of Purchase. lf you do not have the original receipt, or if the warranty 
period has expired, Humongous Entertainment will replace the product 
(media only) for a nominal fee. lf our technicians determine the product 
was damaged after purchase, Humongous Entertainment will offer a 
replacement for a nominal fee. 


Limitations 
THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REP- 
RESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDINC ON OR OBLIG- 
ATE HUMONGOUS ENTERTAINMENT. ANY IMPLIED WARRANTIES APPLICABLE 
TO THIS SOFTWARE PRODUCT, INCLUDINO WARRANTIES OF MERCHANTABILI- 
TY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY 
(90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL HUMONCOUS ENTER- 
TAINMENT BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL 
DAMAOES RESULTINC FROM POSSESSION, USE OR MALFUNCTION OF THE 
HUMONCOUS ENTERTAINMENT SOFTWARE PRODUCT. 


Some states do not allow limitations on how long an implied warranty 
Iasts, and,/or exclusions or limitations of incidental or consequential dam- 
ages, so the exclusions or limitations of liahility may not apply to you. 
This warranty gives you specific legal rights, and you may also have other 
rights which vary from state to state. lf your product contains Technical 
Support phone numhers for Europe, you must contact those phone num- 
bers and abide by their warranty policies. 


END.USER LICENSE AGREEMENT 


PLEASE READ CAREFULLY. BY USING THIS SOFTWARE, YOU ARE AOREEINO TO 
BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THESE 
TERMS, PROMPTLY RETURN THE CD-ROM IN ITS PACKAOINC TO THE PLACE 
WHERE YOU OBTAINED IT. 


1. License. The software accompanying this license (the "Software") and 
the related documentation are licensed to you by lnfogrames, lnc. and 
are subject to this license. lf the software is configured for loading onto 
a hard drive, you may so load the Software only onto the hard drive of a 
single computer and run the Software off only that hard drive. You may 
not delete the copyright notices or any other proprietary legends on the 
original copy of the software. You may transfer all rights we grant to you 
in this license to someone else as long as he or she reads and agrees to 
accept this license. lf there is an editor incorporated into the software, 
this license is also subject to Section 8 below. 


2. Restrictions. The Software contains copyrighted material, trade secrets 
and other proprietary material. You may not decompile, modify reverse 
engineer, disassemble or otherwise reproduce the Software except as 
expressly allowed bV us. You may not rent, lease, suhlicense or distribute 
the Software. You may not electronically transmit the Software from one 
computer to another or over a network. 


3. Termination. This License is effective until terminated. You may termi- 
nate this License at any time by destroying the Software and related doc- 
umentation. This License will terminate immediately without notice from 
us if you fail to comply with any provision of this license. Upon termina- 
tion, you must destroy the Software and related documentation. 


4. Disclaimer of Warranry on Software. You are aware and agree that use 
of the Software and the media on which it is recorded is at your sole risk. 
The Software, related documentation and the media are provided "As lS." 
fte\ 
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Unless otherwise provided by applicable law, tnfogrames, lnc. and affili- 
ates warrant to the original purchaser of this product that the Software 
storage medium will be free from defects in material and workmanship 
under normal use for ninety (90) days from the date of purchase. This 
warranty is void if the defect has arisen through accident, abuse, neglect 
or misapplication. wE EXPRESSLY D|SCLAtM ALL OTHER wARRANT|ES, 
EXPRESSED OR IMPLIED, INCLUDINC BUT NOT LIMITED TO, THE IMPLIED WAR- 
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. 
WE DO NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE 
WILL MEET YOUR REQUIREMENTS, NO ORAL OR WRITTEN INFORMATION OR 
ADVICE GIVEN BY US OR ANY OF OUR AUTHORIZED REPRESENTATIVES SHALL 
CREATE A WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WAR. 
RANTY. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED 
WARRANTIES, SO THE ABOVE EXCLUSIONS MAY NOT APPLY TO YOU. 


5. Limitation of Liability, UNDER NO CIRCUMSTANCES, INCLUDINc NECLT- 
CENCE, SHALL WE BE LIABLE FOR ANY INCIDENTAL, SPECIAL OR CONSEOUEN- 
TIAL DAMACES THAT RESULT FROM THE USE OR INABILITY TO USE THE SOFT- 
WARE OR RELATED DOCUMENTATION, EVEN IF WE HAVE BEEN ADVISED OF 
THE POSSIBILITY OF THOSE DAMAOES. SOME JURISDICTIONS DO NOT ALLOW 
THE LIMITATION OR EXCLUSION OF LIABILITY FOR INCIDENTAT OR CONSE- 
OUENTIAL DAMACES SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT 
APPLY TO YOU. ln no event shall our total liability to you for all damages, 
losses, and causes of action (whether in contract, tort or otherwise) 
exceed the amount paid by you for the Software" 


6. Controlling Law and Severability. This license shall be governed bv and 
construed in accordance with the laws of the State of Delaware, USA. tf any 
provision of this license is unenforceable, the rest of it shall remain in effect. 


7. Complete Agreement. This license constitutes the entire agreement 
between the parties with respect to the use of the Software and the 
related documentation. 


B. Editor and End'user Variations. 


(a) The software mav include an "Editor." An "Editor" is a feature that 
allows you to modify the Software or to construct new variations for use 
with it. These modifications and variations can be both playable and non- 
plavable. An Editor includes its associated tools and utilities. An Editor is 
NOT shareware. You may not freelv distribute it to any BBS, CD, floppy or 
any other media. You mav not sell it or repackage it for sale. 


(b) using the Editor, you may create modifications or enhancements to 
the Software, including the construction of new levels (collectively 
referred to as "Variations"), subiect to the following restrictions: 
i. Your Variations must only work with the full, registered copy of the 
software, not independently or with any other software. 
ii. Your Variations must not contain modifications to any executable file. 


iii. Your Variations must not contain any libelous, defamatory, or other 
illegal material, material that is scandalous or invades the rights of privacy 
or publicity of any third party, or contains any trademarks, copyright-pro' 
tected work, or other recognizable property of third parties. 


iv. Your variations must he distributed solely for free. Neither you nor 
any other person or party may sell them to anyone, commercially exploit 
them in any way, or charge anyone for using them. You may exchange 
them at no charge among other end'users. 
v. By distributing or permitting the distrihution of any of your Variations, 
you herehy grant back to us an irrevocable royalty-free right to use and 
distribute them by any means. 
vi. The prohibitions and restrictions in this section apply to anyone in 
possession of the Software or any of your Variations. 
& 
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Scott Brothers 
Bill Mccuire 
Storyboard Artists 
Jennifer Dawklns 
Lead lnk and Paint 
Rhonda Conley 
Craig Hardin 
Matt Hawk 
valerie Klssling 
Renee Leiby 
Jay Prochaska 
Avon Whitehead 
lnk and Paint Artists 
Christopher Miller 
lntefface Design 


The Fat Man (Ceorge 
Sanger) 
Scott Lloyd ShellV 
Kelly Kristek 
Music composition 


DJ Mattern 
Patrick Thangsombat 
Production Assistants 
valerie Tucker 
copvwriter (Help Files) 
cinny Mcswain 
Voice Talent Director 
Recorded at 
Bad Anlmals, Seattle, WA 
Screen Music Studio, 
Studio City, CA 
Pamela segall Adlon as 
Pajama sam 
David Scully as Carrot and 
Darkness 
Ann Christine as Florette 
voice Talent 
chris McQuinn 
Lead Q.A. Analvst 
Cherilyn Rocha 
Assistant Q.A. Analvst 
Jason Pope 
Jeff Loney 
Tom Andrade 
Expeft Aame Testers 


' ,,offrey "coth Boy" smith 


t t,.td Compatibility Analvst 
r,',tndy Buchholz 
l,lson cordero 
c om patibilitv Analvsts 


Elizabeth Mackney 
tvlanager of Editorial & 
Documentation Services 
Randi Kravitz 
Documentation writer 
Morgan Tomaiolo 
Craphic Designer 
Paul Collin 
copvwriter 


lnfogrames lnteractive, 
lnc 
Jennlfer Fukuda 
senior Brand Manager 
Petrina McPhee 
Director of Marketing 
Steve Martin 
A/lanager of creative 
Services 


(o 2001 Humongous Entertainment, a division of lnfogrames, lnc. All Rights Reserved. 
Manufactured and marketed by lnfogrames, lnc., New York, NY. All trademarks are 
l.he property of thelr respective owners. 
windows and Directx are either registered trademarks or trademarks of Microsoft 
Corporation in the United States andlor other countries. 
Pentium is a trademark or registered trademark of lntel Corporation or lts sub- 
sidiaries in the Unlted States and other countries. 
Macintosh is a trademark of Apple Computer, lnc., registered in the U.S. and other 
countries. 
Uses Miles Sound System. Copyright @ 1991-2oo1 by RAD Came Tools, lnc. 
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